TITLE OF THE INVENTION 

Control Method of Video Game, Video Game Apparatus, and 
Computer Readable Medium with Video Game Program Recorded 

BACKGROUND OF THE INVENTION 
FIELD OF THE INVENTION 

The present invention relates to a control method of a video 
game having a voice message output feature, a video game 
apparatus, and a computer readable medium with a video game 
program recorded . 

DESCRIPTION OF THE RELATED ART 

Conventionally, a video game has been well known in which a 
player character acts on a game space in lieu of a player and in 
accordance with an operation of the player on a controller having 
a preset program and a plurality of operation keys, a game 
character acts on the game space simply in accordance with the 
program, and the player character can interact with the game 
character to handle an event or proceed with the game ( some games 
may display no player character on the screen directly) . 

Also, a video game referred to as an emotion simulation game 
has been conventionally well known. This video game is 
configured to give a player presence on the scene, because a 
player character acting for the player is communicating with a 
game character by simulation through the action of the player 
character on the gcone character. Moreover, this video game 
varies a parameter indicating the relation (throbs of pleasure, 
friendliness, referred to as an emotional value) between the 
player character and the game character in conformance with the 
action of the player character on the game character, and changes 
the story or ending in accordance with this parameter. 

Most of these video games have a feature of producing a BGM 



- 2 - 



or effective sound, and outputting a voice message (language 
spoken by man) from the game character. Also, most of these video 
games allowed the player to set a player character name (e.g,, 
player' s name) at will by inputting the player character name. 

In the conventional video games, a calling of the game 
character to the player character simply appeared on a video 
screen, thereby bringing about still poor presence on actual 
conversation . 

In this case, some video games allowed the player to change a 
calling word of the game character to the player character on the 
video screen in accordance with the parameter as before. 
However, this change is simply a change of calling word on the 
video screen, resulting in still poor presence on actual 
conversation . 

Also, some video games subjected a name which the player 
inputs and sets at will to speech synthesis for output, but had 
also less variation as it could be output only with a 
predetermined or initially set way of calling or intonation. 

SUMMARY OF THE INVENTION 

It is an object of the present invention to provide a control 
method of a video game in which a voice message of calling to a 
player character is changed in accordance with a progress of the 
game, a video game apparatus, and a computer readable medium with 
a program of video game recorded therein. 

In order to attain the above object, the present invention 
provides a control method of a video game for proceeding with a 
game in such a way that a player character and a gcune character 
communicate in accordance with an operation of a player, in which 
the game character issues a voice message, comprising the steps 
of providing a plurality of voice messages of the game character 
calling to the player character in accordance with a progress of 
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the gsLitie, and selectively outputting one of the voice messages in 
accordance with the progress of the game, when the game character 
calls to the player character. 

According to the present invention, a calling of the game 
character to the player character is output as a voice message, so 
that one can enjoy the presence on actual conversation. In this 
case, one of the voice messages is selectively output in 
accordance with a progress of game, so that one can enjoy the 
excitement and feeling full of actual sense. 

Among a plurality of voice messages of the game character 
calling to the player character, at least one may be a voice 
message consisting of a character string input and set by the 
player at will, particularly, a voice message which is created 
based on a family name or name of the player, or both. Thereby, 
one can enjoy the presence as if the player entered a game space. 

In the case where a plurality of game characters exist, a 
plurality of voice messages of the game character calling to the 
player character may be varied for each game character. 
Consequently, the more actual excitement and feeling can be 
enjoyed. 

Also, in order to attain the above object, the present 
invention provides a control method of a video game for 
proceeding with a game in such a way that a player character and a 
game character communicate in accordance with an operation of a 
player, in which the game character issues a voice message, 
wherein at least one of the intonation, volvime, and total average 
pitch for the voice message of the game character calling to the 
player character is output variably in accordance with a progress 
of the game. 

According to the present invention, a calling of the game 
character to the player character is output as a voice message, so 
that one can enjoy the presence on actual conversation. In this 
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case, since at least one of the intonation, volume, and total 
average pitch of the voice message is output variably in 
accordance with a progress of game, one can enjoy the excitement 
and feeling full of more actual sense. 

In this invention, the progress of game means a parameter 
indicating the relation between a player character and a game 
character, or a game scene, or a conversation context, or a state 
of the game character . 

More specifically, the method of the present invention can 
be stated as inputting and setting a character string 
representing a way of calling a player character in accordance 
with an operation of a player, creating and registering a 
plurality of voice messages in accordance with a progress of a 
game as the voice message of a game character calling to the 
player character, based on the set character string representing 
the way of calling the player character or a preset calling word, 
and selectively reading and outputting one of the plurality of 
voice messages registered in accordance with the progress of the 
game, when the game character calls to the player character. 

Also, more specifically, the method of the present 
invention can be stated as inputting and setting a character 
string representing a way of calling a player character in 
accordance with an operation of a player, creating and 
registering at least one voice message as the voice message of a 
game character calling to the player character, based on the set 
character string representing the way of calling the player 
character or a preset calling word, and reading a registered 
voice message and outputting at least one of the intonation, 
volxime and total average pitch of the voice message variably in 
accordance with a progress of a game, when the game character 
calls to the player character. 

These control methods of video game involve displaying a 
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plurality of accent types of a voice message on the screen in 
creating and registering the voice message, and enabling the 
player to select them at will. Also, they may involve 
reproducing at least one of the voice messages created in 
practice and enabling the player to hear it. 

And such a video game can be realized by a video game 
apparatus for proceeding with the game in such a way that a player 
character and a game character communicate in accordance with an 
operation of a player, in which the game character issues a voice 
message, comprising means for inputting and setting a character 
string representing a way of calling the player character in 
accordance with an operation of the player, means for creating a 
plurality of voice messages in accordance with a progress of the 
game as the voice message of the game character calling to the 
player character, based on the set character string representing 
the way of calling the player character or a preset calling word, 
means for registering the plurality of voice messages created 
corresponding to the progress of the game, and means for 
selectively reading one of the plurality of voice messages 
registered by the registering means in accordance with the 
progress of the game, when the game character calls to the player 
character, or a video game apparatus additionally comprising 
means for storing a mode in creating the plurality of voice 
messages in accordance with the progress of the game for each of 
the plurality of game characters, or a video game apparatus 
additionally comprising means for changing at least one of the 
intonation, volume and total average pitch of the voice message 
read out in accordance with the progress of the game. 

Also, such a video game can be realized by a video game 
apparatus for proceeding with the game in such a way that a player 
character and a game character communicate in accordance with an 
operation of a player, in which the geucie character issues a voice 
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message, comprising means for inputting and setting a character 
string representing a way of calling the player character in 
accordance with an operation of a player, means for creating at 
least voice message as the voice message of the game character 
calling to the player character, based on the set character 
string representing the way of calling the player character or a 
preset calling word, means for registering the voice message 
created, and means for changing at least one of the intonation, 
volume and total average. pitch of the voice message registered by 
the registering means in accordance with a progress of the game, 
when the game character calls to the player character. 

In these video game apparatuses, means for creating the 
voice message may be provided with a function of displaying a 
plurality of accent types for the voice message on the screen, and 
enabling the player to select them at will. 

Also, such a video game can be realized by a computer 
readable medixim having recorded a video game program for 
proceeding with the game in such a way that a player character and 
a game character communicate in accordance with an operation of a 
player, in which the game character issues a voice message, 
wherein when the video game program is read by a computer, the 
computer readable medium enables the computer to perform the 
steps of inputting and setting a character string representing a 
way of calling the player character in accordance with an 
operation of the player, creating and registering a plurality of 
voice messages in accordance with a progress of the game as the 
voice message of the game character calling to the player 
character, based on the set character string representing the way 
of calling the player character or a preset calling word, and 
selectively reading and outputting one of the plurality of voice 
messages registered in accordance with the progress of the game, 
when the game character calls to the player character, or the 
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computer readable medium enables the computer to perform the 
steps of inputting and setting a character string representing a 
way of calling the player character in accordance with an 
operation of the player, creating and registering at least one 
voice message as the voice message of the game character calling 
to the player character, based on the set character string 
representing the way of calling the player character or a preset 
calling word, reading the voice message registered, when the gaune 
character calls to the player character, and outputting at least 
one of the intonation, volume and total average pitch of the voice 
message variably in accordance with the progress of the geune. 

In such a computer readable medium having a video game 
program recorded, when creating and registering a voice message, 
a plurality of accent types for the voice message may be displayed 
on a screen to enable the player to select them at will. 

The above and other objects, features and advantages of the 
present invention will be clear from the following description 
and accompanying drawings . 

BRIEF DESCRIPTION OF THE DRAWINGS 

FIG. 1 is a schematic view showing a video game apparatus for 
implementing a video game of the present invention; 

FIG. 2 is a circuit block diagram in detail of a game machine 
main unit; 

FIG. 3 is a flowchart showing an overall process of a control 
method for a video gcime of the present invention; 

FIG. 4 is a flowchart showing the details of a voice message 
creating and registering process in FIG. 3; 

FIG. 5 is a flowchart showing the details of the voice 
message creating and registering process in FIG. 3; 

FIG. 6 is a flowchart showing the details of a calling 
request interrupt process which may occur in a main game process 
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in FIG. 3; 

FIG. 7 is a diagram illustrating the player character 
information which has been input and set up; 

FIG. 8 is a view illustrating a game character selection 
screen; 

FIG. 9 is a view illustrating an input screen of a character 
string representing a way of calling a player character; 

FIG. 10 is a diagram illustrating the game character 
personal information; 

FIG. 11 is a diagram illustrating a way of calling after a 
modification process; 

FIG. 12 is a view illustrating another input screen of a 
character string representing a way of calling a player 
character; 

FIG. 13 is a view illustrating an accent type display 
screen; and 

FIG. 14 is a functional block diagram of a video game 
apparatus according to the present invention. 

DESCRIPTION OF THE PREFERRED EMBODIMENTS 

FIG. 1 is a schematic view showing a video gauae apparatus or 
a home video game machine, for implementing a video game of the 
present invention. In the figure^ reference numeral 1 denotes a 
game machine main unit. Reference numeral 2 denotes a 
controller, having a plurality of operation keys 2a, for issuing 
a variety of commands to the game machine main unit 1 . Reference 
numeral 3 denotes a monitor such as a TV, connected to the game 
machine main unit 1, for outputting a game screen or music. 
Reference numeral 4 denotes an external storage device or a 
memory card, mounted on the game machine main unit 1, for storing 
the save data of the game. Reference numeral 5 denotes a 
recording medium or a CD-ROM which has recorded a game program 
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executable in the game machine main unit 1 or data. 

The CD-ROM 5 is mounted into a CD-ROM drive (not shown) on an 
upper face of the game machine main unit 1 with an enclosed lid la 
for the CD-ROM. The program or data of the CD-ROM 5 can be read 
into the game machine main unit 1 . Reference numeral lb denotes a 
power switch^ reference numeral Ic denotes an opening button for 
the enclosed lid la, and reference niimeral Id denotes a reset 
switch. 

FIG. 2 is a circuit block diagram in detail of the game 
machine main unit 1. This game machine comprises a CPU (Central 
Processing Unit) 11, an image data generating processor (GTE) 12 
directly connected to this CPU 11, a system controller 14, a main 
memory 15, a system ROM 16, an image data expanding decoder (MDEC) 
17, a parallel interface (I/O) 18, a serial interface (I/O) 19, an 
image processing unit (GPU) 20, a sound processing unit (SPU) 21, 
a CD-ROM decoder 22 and a communication interface 23, which are 
connected via a main bus 13 to the CPU 11, a frame buffer 24 
connected to the image processing unit 20, a sound buffer 25 
connected to the sound processing unit 21, and a CD-ROM drive 26 
and a CD-ROM buffer 2 7 which are connected to the CD-ROM decoder 
22. 

The image data generating processor 12 performs the 
operation having a large amount of data such as coordinate 
transformation or ray tracing in parallel processing, based on an 
instruction from the CPU 11. A main processing of this image data 
generating processor 12 involves locating an address on a display 
area of an image of processing object based on the coordinate 
data, movement data and rotation data of each apex in a two or 
three-dimensional plane of image data supplied from the CPU 11, 
and returning this address data to the CPU 11, or calculating the 
luiainance of the image in accordance with the distance or angle 
from a light source virtually set up. 
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The system controller 14 performs the controls including an 
interrupt control, a time control, a memory control, and a direct 
memory access (DMA) transfer. The main memory 15 stores 
temporarily a game program and data from the CD-ROM 5 and stores 
various sorts of data involved in a game. The system ROM 16 
stores a basic program for the game machine main unit 1 • 

The image data expanding decoder 17 decodes image data for 
static image or animation compressed and encoded by the MPEG or 
JPEG which is read from the CD-ROM 5 and stored in the main memory 
15. The image processing unit 20 performs a drawing process for 
the frame buffer 24 in accordance with a drawing instruction from 
the CPU 11 to produce a video signal on a game screen which is 
drawn within this frame buffer 24 and output it to the monitor 3. 

The sound processing unit 21 produces a speech signal 
including BGM, an effective sound and a voice message using the 
sound buffer 25 in accordance with an instruction from the CPU 11 
and output it to the monitor 3 ( or other audio systems ) . The 
CD-ROM decoder 22 decodes a program or data encoded by error 
correction in the CD-ROM 5 by reading it via the CD-ROM drive 26, 
and temporarily storing it in the CD-ROM buffer 27 for error 
correction, and then supplies an original program or data to the 
main memory 15 or the speech processing unit 21. 

The communication interface 23 makes a communication 
control between the CPU 11 and the controller 2 and the memory 
card 4 via the main bus 13, to transfer a command input from the 
controller 2 to the CPU 11, and store a variety of parameters 
during interruption of game in the memory card 4 . 

FIG. 3 is a flowchart showing the overall process of a 
control method according to the present invention. FIGS. 4 and 5 
show the details of a voice message creating and registering 
process in FIG. 3. FIG. 6 shows the details of a calling request 
interrupt process which may occur in the main game process of FIG. 
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3. 

The present invention will be described below by way of 
example for a game having the following settings. Namely, a 
player character is a high school student, and a game character is 
a classmate. A scenario program having a number of branches is 
prepared. A player selects a command which is prepared, or 
inputs an arbitrary command to proceed with the game. A game 
story may change in accordance with this selected or input 
command. If the story proceeds, and predetermined days elapse, 
an ending appears in accordance with an emotional value of a game 
character for a player character at that time (multi-story and 
multi-ending). 

First, the player sets a CD-ROM 5 having a game program 
recorded in the game machine main unit 1. Then, the power switch 
lb is turned on. The game machine passes through the normal game 
processing (omitted in the flowchart) including an initial 
screen display (maker logo display), a check for the memory card 
4, an title screen display, and data load, and then transfer to an 
initial setting process (slO) . 

The initial setting process is a well-known process in which 
the player inputs and sets the information as to a player 
character, viz., family name, name, date of birth, and blood 
type, by operating the controller 2, on a screen (or screens) 
having a display of a variety of kanji, hiragana, katakana, and 
numbers (not shown) . FIG. 7 shows an example of settings. 

The procedure then transfers to a voice message creating and 
registering process (s20). In this process, the game machine 
displays a plurality of game characters which are provided 
(s201), to choose a game character who makes a calling with a 
voice message during the game, as shown in FIG. 4. The player is 
allowed to choose the gaune character. 

FIG. 8 illustrates a game character selection screen. In 
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this screen^ a part of information as to the player character 
which has been set up, viz,, an indication column 31 of name 
("???" in FIG* 8) is disposed on the upper left side. Also, 
plural or eight character images 32 placed like a ring are 
displayed substantially in the central portion of this screen. A 
name 33 of a game character being selected (indicated by the 
hatching in the figure) who is located in the front is displayed 
beneath the character image . 

On this screen, if the player operates a predetermined key 
of the controller 2, the arrangement of game characters can be 
rotated to change the game character being selected, and change 
the name 33 accordingly. At this point, the player operates the 
controller 2 to decide a game character who enables a calling with 
a voice message (s202). 

If the selection of game character is ended (s203), the game 
machine displays an input screen for a character string 
representing a way of calling the player character (s204). The 
player is allowed to input the character string representing the 
way of calling the player character. 

FIG. 9 illustrates the input screen for the character string 
representing the way of calling the player character. On the 
upper left side of this screen, an indication column 41 of the 
player character name which has been set is disposed. Also, the 
selectable characters 42 including sonants, p-sounds and double 
consonants, in addition to hiragana 50 characters, are arranged 
on the lower portion of this screen. Above them, an indication 
column 43 of the character string representing the way of calling 
the player character selected ("Takashi" in FIG. 8) is disposed. 

On this screen, if the player selects a character by 
operating the controller 2, the selected character is displayed 
on the indication column 43. The player operates the controller 
2 to determine the way of calling (s205) . 
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If the input of character string is ended (s206), the game 
machine sets and registers the way of calling the player 
character which has been input (s207) . 

Then, the game machine transforms the way of calling the 
player character which has been set in correspondence to the 
selected game character (s208) • 

How to transform the way of calling the player character is 
predetermined for each geune character and each emotional value, 
and stored as the game character personal information. FIG. 10 
shows one example of game character personal information. 

In Japanese, generally, the way of calling may be often 
transformed, depending on whether or not a title is attached 
after name or surname (Family name), or which title ("kun," 
"Chan," "san," "sehpai" and so on in the illustrated example) is 
attached. 

As will be understood from FIG. 10, some game characters 
sometimes use a calling word ("kimi," "anata," "omae," "kisama" 
and so on in the illustrated example) which has been prepared, 
irrespective of the character string representing the way of 
calling the player character which has been input and set. Also, 
some game characters may automatically create a nickname from the 
character string representing the way of calling the player 
character. Further, some game characters use no calling word 
("none" in the illustrated example) • 

Accordingly, in the case where the game character is 
selected to "Hinoshita Hikari," a way of calling (calling word) 
after transformation of the way of calling the player character 
as shown in FIG. 9 is as shown in FIG. 11. 

Then, the game machine analyzes the character string for the 
transformed way of calling the player character (s209) . On the 
basis of a variety of dictionaries for speech synthesis which are 
provided, it is determined whether or not the accent is 
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automatically determined (s210). 

At this point, in the case where the way of calling the 
player character which has been set in the input and setting 
process of the way of calling the player character is a special 
name as indicated in FIG. 12, and the accent can not be decided 
'(""automatically, the game machine displays a plurality of accents 
\ which are prepared in accordance with the number of characters 
■ (or molar number ) (s211)« 

FIG, 13 illustrates an accent type display screen. On the 
upper left side of this screen, an indication column 51 of the 
player character which has been set up is arranged. Beneath it, 
an indication column 52 of the character string indicating the 
way of calling the player character which has been selected and 
input is arranged. Further, beneath it, an indication column 53 
for plural or three accent types is arranged. 

As described previously, in the case where the accent type 
is decided automatically, or where the accent type is decided by 
the player operating the controller 2 to select and input one of 
plural accent types which are displayed (s212), the game machine 
performs synthesis of the voice message corresponding to the way 
of calling the player character after transformation (s213) , and 
reproduces the voice message synthesized (s214) . 

In this case, the synthesis and reproduction of voice 
message are made only for a calling word having the lowest 
emotional value among a plurality of calling words for emotional 
values as shown in FIG. 11. 

The player listens to a reproduced voice message, and if 
pleased with it, the player operates the controller 2 to decide 
and input it (s215). Then, the game machine makes synthesis of 
voice messages corresponding to remaining calling words among a 
plurality of calling words for emotional values as shown in FIG. 
11, and registers the data of these voice messages for each 
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emotional value (s216). 

When not pleased with the reproduced speech, the player can 
operate the controller 2 to enter a cancel. Thereby, the gaune can 
be retried from the selection of game character. 

Then, the game machine transfers to a main game process 
(s30). Its detailed content is not a gist of the present 
invention, like an ending process (s40) , and is only outlined. 

The main game process displays an image of game scene and 
choices (s301) in accordance with a scenario program provided. 
And it outputs BGM, an effective sound and a voice message as 
required. In this case, the player operates the controller 2 to 
pick up and input a choice (s302) . Then, it proceeds with a story 
of game in accordance with the choice picked up (s303). And it 
calculates the emotional value for the game character to the 
player character to update the progress of the game (s304). The 
above procedure is repeated till the expiry of days of game 
(s305). 

Also, the ending process displays or produces a happy or 
unhappy ending screen or voice in accordance with the emotional 
value of game character obtained in the main game process. 

In such main game process and subsequent ending process, if 
there occurs a scene where the game character makes a call to the 
player character to cause a calling request interrupt, the game 
machine acquires a game progress at that time (s501), as shown in 
FIG. 6. And it acquires the calling voice message data in 
accordance with the emotional value (s502) . Further, it changes 
the intonation, volume or total average pitch minutely in 
accordance with the game scene, conversation context or game 
character condition (s503). 

The game machine sends the voice message data obtained in 
this manner, like the normal voice message data, to a sound 
processing unit (SPU) 12. Thereby, the voice message of calling 
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to the player character can be variably output in accordance with 
the progress of game. 

FIG. 14 is a functional block . diagram of a video game 
apparatus according to the present invention. In the figure, 
reference numeral 61 denotes game executing means. Reference 
numeral 62 denotes game progress storing means. Reference 
numeral 63 denotes command judging means. Reference numeral 64 
denotes calling inputting and setting means. Reference numeral 
65 denotes game character personal information storage means. 
Reference numeral 66 denotes voice message creating means. 
Reference numeral 67 denotes voice message registering means. 
Reference numeral 68 denotes voice message reading means. 
Reference numeral 69 denotes voice message changing means. 
Reference numeral 70 denotes image signal producing means. And 
reference numeral 71 denotes speech signal producing means. 

The game executing means 61 executes a game in accordance 
with a program by reading the program or data as required from the 
CD-ROM 5 having the game program or character data recorded, and 
temporarily storing it, and sends image infoimation and voice 
information to the image signal producing means 70 and the speech 
signal producing means 71 . 

The game progress storing means 62 stores the game progress 
including the emotional value of the game character to the player 
character, game scene, conversation context, and game character 
condition, which are updated along with the execution of geone. 

The command judging means 63 judges which command the player 
entered, on the basis of a program stored in the game executing 
means 61, by detecting an operation of the player on the 
controller 2, and sends a command to each means in accordance with 
its result. 

The calling inputting and setting means 64 inputs and sets a 
character string indicating the way of calling the player 
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character, on the basis of the program stored in the game 
executing means 61, and in accordance with the command input from 
the command judging means 63. 

The game character personal information storage means 65 
stores the mode, for each of a plurality of game characters, in 
producing a plurality of voice messages in accordance with the 
game progress, or in particular the emotional value of the game 
character to the player character. 

The voice message producing means 66 produces the data for a 
plurality of voice messages of the game character calling to the 
player character from the character string or preset calling word 
indicating the way of calling the player character which has been 
set, on the basis of the program stored in the game executing 
means 61 and the information stored in the game character 
personal information storage means 65, and in accordance with the 
command input from the command judging means 63. 

The voice message registering means 67 registers the data 
for the plurality of voice messages which are produced by the 
voice message producing means 66, corresponding to the progress 
of game, or the emotional value of the game character to the 
player character. 

The voice message reading means 68 reads selectively one of 
the plurality of voice messages registered in the voice message 
registering means 67 in accordance with the progress of game or 
the emotional value of the game character to the player 
character, when there occurs a calling request interrupt for the 
game character calling to the player character along with the 
execution of the game in the game executing means 61 . 

The voice message changing means 69 changes minutely the 
intonation, volume or total average pitch of the voice message 
data read by the voice message reading means 68, as required, in 
accordance with the game scene, conversation context or game 



character condition, and sends it to the speech signal producing 
means 71 . 

The image signal producing means 70 produces and displays a 
variety of screens or movies in the main game process or the 
ending process, as well as the game character selection screen^ 
the input screen for the character string indicating the way of 
calling the player character and the accent type display screen 
on the basis of the image information from the game executing 
means 61 . 

The speech signal producing means 71 produces BGM, an 
effective sound arid a voice message, on the basis of the voice 
information from the game executing means 61 and the voice 
message changing means 69, and outputs it. 

While in the above description, the present invention is 
applied to the home game machine, it will be understood that the 
invention is applicable to thei game machines for business searvice 
which are installed at the game center or amusement facilities. 

The preferred embodiments of the invention which have been 
described in this specification are only illustrative, but not 
limitations. The scope of the invention is only limited by the 
accompanying claims, and includes all the modifications falling 
within the meanings of the claims. 



